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ED I TOR I AL 


Welcome to the fir^t printed edition 
of QL Adventurers’ Forum the fourth in 
the series so far. This should have 
reached you before the ZX Microfair, 
but has been delayed due to factors 
beyond my control, the main one being 
that my photocopier bleu its bulb and 
the neu one mysteriously disappeared 
in the post together uith some toner. 

Well uhat's neu ? Well the good neus 
for QL Adventurers is that C.C.H. 
Services have released Alan 
Pemberton’s "From the Touer of 
Ualagon" at the uonderful price of 
£6.00 <or £4.00 if you supply the 
necessary media and packaging and 
postage) 'uh ich includes a splendid 
manual. Right that’s enough hype for 
this page. The other good neus is that 
Mert’s “The Praun“ should be out by 
the time you read this, I understand 
there uere delays over getting the 
manual done. Published by Talent 't*, and 
available from TK Software and most 
dea I ers . 

More good neus on the QL Adventuring 
scene is that Steve Sutton has managed 
to get Digital Precision to publish 
both Imagine and the APT system. APT 
is nou “Adventure Creation Tool" and 
is "a Greatly enhanced development of 
APT“ (DP’s words, not Steve’s). It’ll 
cost you £49.95, I’ll see if ue can 
get DP to give QLAF readers a discount 
- no promises though! 

The other neus is none too bright 
however. It looks as though ue may 
lose the services of several adventure 
writers due to the lack of return on 
sales - so if you’ve been copying 
titles that are in print then you've 
only got yourselves to blame. I don’t 
want to start a rush but the Atari ST 
looks like it might be the beneficiary 
of this, especially as the ST 
Adventure Creator, based on G.R.C., 
has just been released. If this 
carries on, this will have to become 
the 68000 Adventure Forum ! 

P.C.B.S. are, I assume, perhaps 
wrongly, having problems. They have 
moved to 6 Cressuell Street, Tilhead, 
Glasgow, Scotland. Apart from the save 
bug noted by John Shaw in the last 
issue, The Talisman looks like an 
excellent Dungeons and Dragons game, 
but there have been no adverts for 
several months, Gllsoft are still 
selling the Quill system for the QL at 
£10.95 if you supply the media and 
don’t mind printing out your oun 
manual. They are still al 2 Park 
Crescent, Barry, South Glamorgan, CF6 
8HD (0446-732765) . It looks unlikely 
that they will bring out P.A.U. for 
the Quill, which means that people 


wanting to do illustrated adventures 
either have to do it all themselves or 
get ACT! 

On the arcade adventure scene we’ve 
ot the Maxtronics Alien Hijack which 
eatures some excellent graphics. It’s 
3-0 dodge and pick-up game uith, I 
presume, puzzles to solve. Being a bit 
rusty at this I’ve not got very far, 
but i can recommend it for people 
wanting to do a little joystick 
waggling. They can be contacted at 
Chi-Soft, 20 Chandos Way, Uellgarth 
Road, Hampstead, LondonNUll 7HF 
(01-458-7249). Cost £18.25 all 
inclusive. 

Also if you’re into Defender type maze 
games, Chris Skeliern kindly sent me a 
copy of Starburst, which is a huge 
game, read the review and then order a 
copy ! 

O.K. You may remember that I’ve spoken 
of a uargame for the QL. Well, I’ve 
finished the preliminary notes (6,500 
words) and hope soon to start working 
out the details. If you want in on 
this project contact me at the usual 
address and send a mdv. and s.a.e. and 
I’ll send you the latest version of 
the notes . 

I hope you find this first issue 
legible, let me know if any typefaces 
are causing problems. I originally was 
going to use character width 2 for the 
articles but they were too blocky. 

What would be nice is a char, size 
1.5. I’ve used Page Designer 2 for 
most of the text output, but have used 
a couple of PC progs: Greeting Card 
Maker and Sign and Banner Maker (a 
mere £9.95 each) for the cover and 
some of the adverts. Nou there would 
be a useful set of progs for the QL ! 

Another first for this issue is the 
first part of Malcom Smith’s maps for 
ZKUL. I’ll be reproducing these as is, 
as using DTP for maps is a PAIN I 

Right that's all for nou. Don’t forget 
that QLAF needs your contributions to 
survive and be useful. Ue welcome 
anything on adventures (text, graphic 
and arcade), simulations, strategy and 
uargames. Also notes on QL add-ons, 
front-ends, toolkits which are 
supposed to make life that little bit 
easier, but which often make it more 
complicated. I'm also happy to print 
anything educational if it includes 
programing hints or advice on 
s imu I a t ions , etc. 

See you in a few months time, 

Richard Alexander 
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by RLRN D. PEMBERTON 

PRICE £3 radv + ptp + vat from 

flicrodrive Exchange 

IF you still have your *L* plates up 
as an adventurer, then PLRYTIME is the 
one that uill surely get you through 
the "Test*. But at the same time Rian 
Pemberton’s brilliant adventure uill 
cater for the expert too, since the 
Quill document supplied uith Playtime 
enables you to ‘cheat* as much as you 
uant - or not at all. 

You are told at the outset that you 
are about to enter a uorld uhere a 
variety of characters expect you to 
perform tasks for them. You can uander 
through the land uithout hindrance 
once you get there - uith tuo 
exceptions. You have to figure out hou 
to get into the main adventure and 
there is one section you can’t explore 
until you have performed roost of the 
tasks . 

Rian’s sense of. humour is evident 
throughout (try asking the librarian 
about the chest or, better still, 
examine it) but unlike some 
odventures, it doesn’t suamp it at the 
expense of the "serious" business of 
getting home again in one piece. 

The Quill doc gives you an idea about 
uhot is to come, tells you about the 
dictionary and hou to converse uith 
the various characters. I uon't tell 
you uhat those characters are since I 
found that coming across these 
oddballs added a great deal of 
enjoyment to Playtime. So you'll have 
to go out and buy it, uon’’t you! 

In addition, the instructions give you 
a "cheat sheet" uritten in code, so 
that uhen you get stuck you can type 
in "DECODE" folloued by the code, 
uhich uill then give you the hint 
you’ve been looking for. You may find 
this aspect of the game a bit too 
accessible but as I said, you can 
cheat as much or as little as you 
like. YOU RLONE UILL KNOU YOUR DRRK 
SECRET! 

There is also a section in the Quill 
doc entitled TRKING PRECAUTIONS. Uhen 
I uas but a lad, that meant something 
completely different, involving a 
furtive visit to the chemists. For 
Alan, bless his innocence, it’s merely 
a section advising you on hou to save 
the game as you go olong, so if you 
get splattered you don’t have to start 
a I I over ago in . 

Rnyuay, back to Playtime. Having 
completed your allotted tasks and 


looking foruard to the uonderful 
endscreen you have been promised as a 
reuard, there’s a sting in the tail. 
And that’s all you get from this 
rev ieuer . 


Happy adven tur ing . 
SHRNE McGARUEY 








” ", " 
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Rich Mellor has uritten to say that 
he can supply Rian Pemberton’s 
Adventure Playtime on 3.5" disk. If 
you uant a copy, send an s.a.e. and 
a formatted 3.5" disk to Rich Mellor 
Roscoe and Gladstone Hall, Greenbank 
Lane, Liverpool, L17 IRH, England. 
Please note that Rian Pemberton has 
given his permission for this, as 
Microdrive Exchange only have the 
"rights" to the Microdrive version. 

If any one uants Adventure Playtime 
on 5.25" disk they can obtain a copy 
from C.G.H. Services. Again an s.a.e. 
and 5.25" disk uill be required. 


WANTED 

New odventure, strategy, 
simulation and wargomes 
ior the QL and PC. 



li you have written a game 
that you’d like to have 
published then contact 
CGH Services. 


DRAGONHOLD 


This prograi is by BUBICQN systens, 
price £14. SS. 

Bubicon are at 4E FOAEBDY CLOSE, 
nAEBSHAfl, BUCXINGHflnSHIBE, HF7 7BW 

The prograe is a 'graphic adventure', 
with a view free the tap, although 
your little ean is shown side on for 
obvious reasons. Rs you go around, you 
wilt see ail sorts of articles strewn 
about, such as a dagger, 
quarter-staff, food etc. 

You love about by use of the cursor 
Beys and can enter connands by the use 
of single Key presses, with the 
letters R - X corresponding to both 
verbs and nouns. 

There are several other characters 
about, including a nagging wonan, a 
dwarf, a thief, a priest, and a 
vanpire bat <FLERSE NOTE, TBY TO STRY 
CLERB OF THE VRRFIBE BRT, SINCE THIS 
WILL RTTRCX YOU EUEBY TIRE RNB EEEFS 
ON RETEB YOU RS YOU TBY TO GET flWRY> . 
Nearly all of these characters will 
attacK you at the first opportunity, 
and it seeas iapossible to reduce 
their strength, while all the tiae 
your strength is being reduced in the 
fight. Still a quid bite to eat if 
you are lucKy enough to have found 
soae food, and you are bad on your 
feet and off to find soae treasure. 

On the first screen, it is iapossible 
to poss through the door which leads 
to the next set of caves, until you 
speaE to the nagging woaan who 
proaptly tells you, that you cannot 
pass through a door if you are 
carrying aras. Flease note several of 
the characters will not speaE to you 
unless you are carrying soaething - 
For exaaple, the woaan will not speaE 
if you are araed. 

The next set of caves is rather saall, 
with only a troll in there to stop 
your passing by. However he is rather 
stupid and can be lead into a dead end 
while you pass by his and out through 
the door at the top into the FQBE5T. 
The forest seeas rather devoid of 
objects, so your best bet is to go 
straight to the castle at the bottoa 
right corner. 

Once in the castle everything seeas to 
happen at a aore frantic pace with the 
characters attacEing you at nearly 
every turning. Rlso you aust beware, 
since you aay have all sorts of 
goodies only to coae into contact with 
the thief, who proaptly steals 
soaething off you. 

There is a deeper level, the dungeons 
which contain a lot of the treasure, 
but do not pass into thea (through the 
red doors inside the castle) unless 
you have found a laap, since you won't 
be able to see about you at all, and 
it is iapossible to get out. 

□n the whole it is a very good gaae. 


but I do have a few ainor groans: 

<1> The prograa is supposedly fully 
aultitasEing , but probleas occur if 
you try to run the prograa with 
SFEEDSCBEXN switched on (FBOBLER for 
BBRR users, who are unable to switch 
it off) , since the borders around the 
windows will not appear after the 
first title screen. 

<B) The title screen asEs you to input 
the drive which contains the aaster 
disE, and thinEing it is only looEing 
for a Key, you enter this, only to 
find the prograa proceeds to load 
itself off this file, aaEing a aocEery 
of any bacEup disE you aay have. There 
is a way around this however, if you 
place your worEing copy in FLFl and 
the aaster disE in FLF2, type the 
coaaand COFY FLFZ_ TO FLF1_ and when 
it asEs you for the drive containing 
the aaster disE, just enter 'flpl_' 
and the prograa will load oE. <NB DQ 
NOT USE THIS EXGEFT FOB YOUB ONN USE 
SINCE THE COFY CONTRINS R NOTE OF YOUB 
BQR NURBEB) 

(3) The objects are scattered around 
the screens every tiae you start the 
gaae - this aaEes it aore enjoyable to 
play since it is different every go, 
but a few tiaes I have been unable to 
find the laap to enable ae to go down 
the dungeons. I suppose one of the 
other characters had it, but when you 
can't find anything they would liEe to 
trade, it is iapossible. 

<4) The characters always say the saae 
things, even when they appear in 
another set of caves. - What point is 
there in the woaan telling you in the 
forest that you cannot pass through a 
door carrying aras, since you needed 
this inforaation to leave the first 
set of caves ? 

(S) Uhen you die, you are offered the 
chance of being reincarnated, but have 
to start froa the first set of caves 
again - surely it would be better to 
be reincarnated at the point where you 
were Killed, or at least by the door 
to that set of caves. 

The program has now been out since 
19B5 and it is a pity that these 
problems have not been fixed yet. 
However, all in all, I aust admit to 
thoroughly enjoying the game and would 
recommend it to anyone. 

B.R.RELLDB, Boscoe I Gladstone Hall, 
GreenbanE Lane ,Li verpool , L17 IRH 


IS THEBE RN RBUENTUBE THRT 
YOU RBE STUCK DN, OB THRT 
YOU CRN HELF OTHEBS WITH ? 
WBITE TO BL RDUENTUBEBS' 
FOBUR, C/D CGH 5EBUICE5. 
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BOOK REVIEW 


WSITING RDVENTUBE GflflES - FRET THBEE 

R review of ‘Sinclair DL Rdventures - 
a nicro adventurer's handbooE', Iiy 
Tony Bridge and Sichard lililliaiiis . 
Published 1SB4 by Sunshine BooEs, 
£5.95. FaperbacE, 1E5 pages. Currently 
available fron RFC Software, 72, 

Julian Ed, Vest Bridgeford, 

Nottinghai, NG2 5RN, price £2.5B plus 
£1.00 postage. (SEE NOTE DVES !> 

‘Sinclair DL Rdventures‘ is probably 
the only booE written about adventure 
ganing with specific reference to the 
DL. Consequently, this volume is the 
nain source of information and ideas 
for the prograaner wishing to write 
adventures in SuperBRSIC. The material 
it contains can help avoid the need 
to cross-reference general booEs on 
writing adventures in BR5IC to the DL 
User Guide in order to get a game 
written for 'micro z' to run on the DL 


The authors are from worthy 
bacEgrounds. Tony Bridge was the 
adventure correspondent of Popular 
Computing VeeEly for many years, and 
Enows a good game when he sees one. 
Sichard Villiams lectures on computer 
courses and artificial intelligence, 
the latter being of certain interest 
to some adventure creators. 

Though the main aim is to assist in 
the creation of SuperBRSIC adventures, 
much of the booE will be of use to 
those readers of DL Rdventurers Forum 
who wish simply to play and solve 
games they have purchased from 
commercial sources, rather than 
writing their own games. This is 
because the first part is devoted to a 
history of adventure games and 
contains many useful hints on how to 
solve them. 

In 1SB4, when Bridge and Eichards were 
writing, only two Sinclair DL 
adventures were avoilable, namely 
Talent's Vest and ZEul , both of which 
are still on sale. Vest was a 
conversion from the Commodore G4 , but 
2Eul , liEe The Fawn, is believed to 
have been written first for the DL. Rs 
a result of this scarcity of DL 
adventures at the time, most of the 
comments of part one relate to the 
early mainframe adventures and to 
games on the 2XB1 , Spectrum and 
Commodore B4 . However, the suggestions 
on how to tocEle ploying adventure 
gomes in general are quite useful for 
adventures on all sorts of computers, 
including the DL. Newcomers to 
adventuring may learn much from this 
part of the booE, especially if they 
hove a tendency to get completely 


stucE after the third location! For 
hints on problem solving in specific 
DL games, consult all the bacE issues 
of DLRF. 

Incidentally, though Bridge and 
Eichards were not very complementary 
about Vest and ZEul in their 1SB4 
review, these games still pose 
problems to DLRF readers four years 
after their release. Rore expensive 
versions of these two Talent games 
were released on the Rtari ST series, 
which must be flattery to the DL of a 
sort, and Talent is still a major 
supplier of adventures for the DL. 

THE DL R0UENTUES GENEERTOS 

Fart two of the booE deals with the 
serious topic of producing adventure 
games, but simpliHes the tasE by 
means of the DL Rdventure Generator 
(DLRG) . This owes much in principle to 
Gilsoft's The Duill Rdventure Vriting 
System, which was not available for 
the DL until about two years after 
‘Sinclair DL Rdventures" had been 
published. The debt to The Duill is 
acEnowledged by the authors. 

R major difference between DLRG and 
The Duill is that you will have to 
type in DLRG at the Eeyboard, as it is 
in the form of a SuperBRSIC listing. 

It is a shame the publishers did not 
maEe DLRG available on cartridge as an 
optional extra for those readers who 
wanted to produce their games quicEly 
without having to type in the 
generator program. 

The options presented by DLRG are liEe 
a cut-down version of The Duill: 

FEE5S THE CDEEECT NURBEE TD: 

LORD DRTR FEOR RICEOEBIUE (1> 

RLTEB THE RRF <Z) 

RLTEE THE OBJECTS <3> 

RLTEE THE RDN5TEBS <4> 

RLTEB THE CHRERCTEES <5> 

END THE FEDGERR <G> 

It is best to read the booE thoroughly 
before using the program, as there is 
little on screen help offered. 

There are limitations to the types of 
games that can be produced with DLRG, 
therefore careful planning is required 
before you sit at the DL Eeyboard to 
ensure that you will create a unique 
and interesting game. Bridge and 
Eichards suggest that with careful 


B 


BOOK REVIEW 

coot 1 nuedl 


design, you will lie able to create an 
adventure which ccobines both conbat 
and puEEle elenents. It is unlilely 
that gaees produced with SLAG will 
equal the output of Gilsoft's gane 
generator, but interesting ganes could 
still be produced. 


mm 
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In an 4L£F1 oe had a sh«rt piece ^n 
the Cave Adventure, in which Shane 
sh«eed h4w far he had q^t. I have had 
another q* at this adventure, aided hp 
s^ee clues given in a PC nag and have 
■anaged t« get a hit further *n. 


As an incentive to typing in BLRG a 
sinple adventure is included in the 
bool, &l Allventure <KAI] would you 
believe?) . This should denonstrate how 
to use the adventure generator. 

In addition, it is explained how 
sieple graphics can be included in the 
adventure ganes you create with SLAG. 
At the present, the SL version of The 
Suill lacEs the ability to include 
graphics in its gates. 

Though nuch of the booS is dated, 
adventure ganes on all conputers 
having progressed quite a bit in the 
past four years, it is still worth 
reading in 1SB8. And even though The 
Suill is available to SL adventurers, 
it is educational to ezanine the SL 
Adventure Generator to see how two 
progranners have tacKled the tasE of 
producing adventures in SuperBASIC. 

AFC Software of Nottinghan are 
advertising the booE at the tine of 
writing, and the price is a few pounds 
less than it was originally. Buy now 
while stocEs last! It would be a shans 
to niss it at such a bargain price. 

Aichael L. JacEson 

Sad editorial note. I was hoping to 
get a few of these to naEe available 
to BLAF subscribers, but AFC inforned 
ne that they are out of stocE and are 
unliEely to get hold of any wore. So 
if you've got a copy that you want to 
sell please advertise in the snail 
ads. Otherwise it's a trip to the 
library for you - and the best of 
lucE. If anyone has written an 
adventure using this systen please lei 
us Enow how you got on. 

Bi chard . 

Further note: 

I actually nanaged to picE a copy of 
this up in a conputer shop in 
Haverford West but at the full price! 
<Curses> If soneone felt liEe writing 
to the authors they nay let the qlag 
cone into the public donain, now that 
the BL is practically dead as far as 
large scale sales go. 


In particular I have solved the 
pr«Blen <I h^pe) ♦£ the tr«ll, and 
with it, that ♦£ the enerald. If 
renenler can ^et t« the enerald Bp 
sapinq plover in the T2 r««n. But 
getting ♦ut again successfullp is 
another natter. The s^luti^n t* this 
pr4Blen involves tow parts. Firstlp g» 
intw the enerald rwwn with pwur lanp, 
get the enerald, ME intw the dark rw4n 
tw get the ppranid, return then dr«p 
the lanp, g« west then when pwu can 
get n« further drwp the enerald and 
return tw get the lanp and return t* 
the 72 rwwn. If this is dwne cwrrectlp 
(and I'll leave it tw p«u tw owrk wut 
the exact cwnnands t> the the enerald 
will Be accesiBle frwn another 
direct i»n . 

T4 get t« the enerald pwu'll need tw 
Be carrping the gwlden eggs - s« dwn't 
plugh then Back tw the Building when 
p«u get then - the keps and s«ne f 44 d. 
♦nee pwu've gwt the eggs q* west fr»n 
the wriental r«wn then se the l«ng 
winding c«rrid«r, thence tw the chasn 
where pwu'll Be faced with a trwll. 
he'll denand a twll (d^n't thep 
aloaps!) and i* pap hin thrwo the eggs 
at tr^ll. (Giving doesn't owrk here.) 
♦nee 4ver the chasn p«u can either gw 
h£ tw a spectacular view and pick up 
swne spices wr SE tw the Bear, (wr 
indeed dw Bwth) . The Bear,tw Be 
useful, needs feeding. Sw having fed 
the Bear unlwck the chain and the Bear 
will Be pwurs. Tw return past the 
trwll sinplp drwp the Bear and he'll 
chase awap the trwll. 

Eight that neans that, acewrding tw 
nwst versiwns wf the gane, we have 
wnlp tw find and kill the dragwn and 
get the nat tw trigger the end gane. 
Alas, neither Shane wr npself have 
cwne acrwss the dragwn sw, dear 
readers, it's Back tw pwu. Is there a 
dragwn, and if sw where is it? ♦nee 
we've sussed that wut I have a 
swlutiwn tw wther versiwns that shwuld 
let us cwnplete the gane. But that'll 
have tw wait fwr anwther issue wf 
♦ LAF! ! ! 

Eichard . 




Slchard . 
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flDUENTURE URITTEN BY TOM BLADEN 


This adventure is available froa 
QUANTA to all of its aeabers, free on 
DISK. 07. A text-only version is also 
available free on DISK. 06. (If you 
have only aicrodrives, the respective 
libraries are LIB. 07 and LIB. 08. NB 
you need three aicrodrive cartridges 
for LIB. 08) . 

The graphics version has been enhanced 
by N. Taylor, uho added a text 
coapression technique and a split aode 
prograa (both froa the QUANTA library) 
uhich has enabled the graphics to be 
displayed in MODE 8, while the text is 
displayed in MODE 4. I ayself, have 
nou just coapleted adding the 
finishing touches to a TURBO'ed 
version of the program uhich uill 
enable it to run on any QL version - o 
bug in the program had prevented this 
earlier - and have nou re-subaitted it 
to the library. I intend in the future 
to also update the MDU version and the 
text-on I y vers i on . 

So, uhat is the adventure all about ? 

A uora uho keeps the peace in the land 
has been kidnapped by the evil wizard 
and you must set out on your mission 
to rescue the worm. On the way there 
are lots of different tasks to 
perform, but all of them are very 
logical and well connected. (Mind you, 
I do query that a squirrel should be 
carrying a torch around with it ?) An 
exoaple of the logical solutions is 
that once inside the castle (can you 
find it I wonder) there is a dragon to 
contend with. Nou the only uoy to put 
out the dragon’s fire is to give it a 
lorge ice cube to eat, but if you try 
to pick up the ice-cube, you uill find 
it uill melt very qu i ck I y " un I ess you 
are carrying something to keep it 
coo I . 


The adventure even includes a real 
tiae fight sequence against the wizard 
although the program’s logic may need 
a little clearing up here, since all 
you have to do is to watch uhat the 
wizard is doing and you uill defeat 
hia easily. Still I guess the author 
didn’t uant this part to be too 
difficult, especially since once you 
have opened the way into the castle, 
the wizard uill come out and find you 
wherever you are. 

On the whole the adventure is well 
thought out, and there are several 
hints to help you along your way. 

These hints are in the form of signs 
uhich appear at several of the 
locations, and even in some objects! 
The graphics fora the top quarter of 
the screen and include some sprites 
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such as uhen the dragon has been 
upset. These graphics are excellent 
and do not slou the gaae doun very 
»uch, even though they are loaded fro. 
disk, since once you have been to a 
location once, the graphic 
representation for that location is 
available instantaneously. 


I uould indeed thoroughly reconnend 
this odventure to anyone, and if you 
are thinking about joining QUfiNTfl, 
this program nay just suay your 
decision’, especially uith'the 
knouledge that there is also another 
excellent adventure in the library by 
Tom CJEUEL') and also the graphics 
program and text compression programs 
used in this odventure are also 
avoilable to members of QUfiNTfl. 


HINTS 

1) SQUIRRELS REALLY LOUE TO EAT ACORNS 
AND MAY GIUE UP PRESENTS IN EXCHANGE. 
DON’T EXPEC THEM TO CARRY TOO MUCH 


2) A Y-SHAPED STICK COUPLED UITH A 
RUBBER BAND MAKES AN EXCELLENT 
CATAPULT 

3) RIUER BEDS ARE EXCELLENT PLACES TO 
DIG 

4) THE SNAKE IS AN ADDER. YOU NEED 
SOMETHING TO COUNTERACT THIS BEFORE 
YOU PICK IT UP 

5) NORMAL SHOES UILL SINK IN THE MUD 

6) THE STONE IS NOT ONLY A WEAPON, 

BUT CAN ALSO SHARPEN EDGES 


7 > THE TREES HflUE THINGS HIDDEN IN 
THEM 

8) READ THE MESSAGES ON THE SIGNS 

9) THE DRAGON ENJOYS EATING ICE, 
UNFORTUNATELY ? 

10) THE BIRD UILL TALK FOR SEEDS 

11) THE LEECH CAN EXTRACT SOME BLOOD 
FOR YOU 

12) PINE NEEDLES CAN SERUE ALL YOUR 
MENDING ’NEEDS’ 


13) THE DOG REALLY LIKES BONES 

14) THE BALLROOM ISN’T USED FOR DANCES 
- TRY ANOTHER TYPE OF BALL THERE 

15) GET THE MAGICAL SUORD AS SOON AS 
YOU ENTER THE CASTLE - IT’S YOUR ONLY 
PROTECTION AGAINST THE WIZARD ! 

REUIEU AND HINTS BY RICH MELLOR 


B 



One or tuo words concerning "Quest for 
the Dragonsuord" . Overall, I felt that 
your review was quite accurate and 
fair. <I thought that QL Uorld’s was 
as well apart fro# their "li»ited 
vocabulary" co«#ent.) 

The gane was originally started in the 
suener of 1985 using the Quill systen 
on a Spectru# (or rather a couple of 
Spectruos) . Ian Uard, ttalcol# Johnson 
and I had just finished school and I 
suggested trying to Quill an 
adventure. This took all suamer, as we 
didn't plan anything, just naking it 
up as we went. The ‘finished* version 
was #uch snaller than the present QL 
adventure, left 38 bytes free in a 48K 
Spectru# and had #ore bugs than ue 
ever realised, despite intensive 
debugging and testing. Ue tried to 
#arket it without success. 

Shortly after, Malcol# and I purchased 
QL‘s at the new price of £200 and I 
tried to convert the game into 68000 
machine code. Halfway through this 
horrendous task, I discovered that the 
QL fletacoBCo Assembler has an object 
code limit of 32K, which thankfully 
brought this project to a halt. About 
the same time, Gilsoft released the QL 
version of the Quill, so ue bought 
that and took the opportunity to 
dramatically improve the game. 

The greatest feat of engineering was 
the loading screen. This uas 
transferred from the Spectrum to the 
QL, by ‘beeping' it in binary on the 


Spectrum, amplifying the beeps and 
reading them in by PEEKing the QL‘s 
network port. I then had to unscramble 
the Spectrum's weird screen format and 
tidy the picture up with various art 
packages. QL pixels are shorter and 
fatter than the Spectrum's, so the 
picture was squashed vertically and 
stretched horizontally, so the girl in 
the picture was transformed from being 
slim and elegant to being short and 
fat!!! I had to redraw her head and 
drastically alter the shape of her 
body! The process improved the look of 
the dragon though! 

When the game was finished, we tried 
to save it, only to find that the 
early version of the Quill had a 32K 
code limit, so I had to get Gilsoft to 
supply me with a corrected version. 
They had been unaware of this bug 
until I told them about it. 

After all this work (2 years on and 
off) and ue have only just managed to 
break even, due to high advertising 
costs (and large advert isments) . 

Still, ue aren't too uorried about 
that, Richard at Byteback took the 
financial risk and as he is a friend, 
I'm glad he didn't loose any money 
over it. Any further sales uill be 
profit (houever small) and money means 
beer to hard up students! Still, if 
people enjoy playing it then that's 
the main thing, I suppose, (although a 
profit uould be very uelcome, of 
course) . 


□ 


QUEST FOR THE 
DRAGONSWORD 


Regarding the scenario, it uas written 
one afternoon last suaner, as an 
afterthought, bg llalcolM and ngself, 
partly to provide background 
information to the gate and partly as 
an exercise in ’Monty Python’ style 
humour. ’Claire’ uas Malcolm’s idea 
and one which no-one else agreed with, 
but he insisted. He was also 
responsible for the name ’Kikiz Eddin’ 
for the head of the Adventurers’ 
guild. I’m afraid that ’Sir Lilipoof’ 
uas my idea, as I wanted a name that 
sounded least like a brave 
dragons I ayer . Ue sought the opinions 
of several people about the scenario 
and found tuo general responses. Quite 
a number of people thought it uas very 
funny, uhile others (such as my mum) 
shared your opinion. No offence uas 
meant to anyone (including the N.U.M. 
obout the Miners' strike jibe and the 
Y.T.S. My sister got a very good job 
through the Y.T.S.) Ue deliberately 
kept most of the excessive corny 
humour out of the gome, although odd 
bits crept in. Ue did try to hide a 
lot of more subtle (or at least less 
obvious) jokes and puns in the game 
though. The most extreme dsecription 
that ue put in (probably under the 
influence of alcohol) uas:- 

*Ue are not going to give you a 
description of this object, as ue are 
writing this at 11 o’clock at night, 
and ue are all tired and hungry and 
want some chips but nobody uill agree 
to go across the road to the chip shop 
to get us some.* 

Fortunately, I accidentolly crashed 
the QL just before this uos saved and 
ue couldn't be bothered to type it in 
again. The proper description uas 
entered the next day when ue felt 
better. 

Ian Foot 

iJEEV OBSKEWRNT P.EBDEEB BRY 
NOTICE ONE DE TWO SPELLING 
RND BiniLRE miBTRKEB IN 
TH I B PUBL I CRT I ON . 

THEBE HRUE BEEN INCLUDED 
PUEELV FOE THOSE PEOPLE 
WHO LIKE LOOKING FOB SUCH 
rniBTRKEB . 


CLUES 

’Descartes the Stuffed Fish* is not 
difficult to converse uith as long as 
you knou uhat to say to hia. If you 
don’t knou, go to your local library 
and look up Descartes, (then look up 
de horses. Silly ed) The ansuer can be 
found in the Encyclopaedia Brittanica, 
as uell as several books of 
quotations. Just type the correct 
sentence in and Descartes uill reuard 
you. (Solving this puzzle is not 
necessary for the coapletion of the 
gaae .) 

RATS!!! This is probably the hardest 
puzzle in the gaae. Prevention is 
better than cure for bubonic plague. 
Perhaps soaething to uard off sickness 
Bight help. Escaping froa the church 
requires the Cunuilling) co-operation 
of the rats and reaeaber that the 
easiest solution is not aluays the 
best. 

If you are lost in the aountains, 
there are tuo uoys out, one is an easy 
path, but uell hidden and the other 
takes Buch longer and is often 
discovered accidentally. 

The first part of the suord can be 
discovered by aonkeying about, 
although this is a giant problea! 

Don't be too greedy if you uant to 
obtain the second part! 

The key to the third part has been 
a I tared I 

The fly shouldn’t enter the spider’s 
parlour by the front door! 

Halitosis can be a real life-saver! 
(Difficult one this!) 

Ian also says "I aa not uilling to 
provide the coaplete solution to the 
gaae, but I uill provide aore specific 
clues if asked. (£5.00 notes are also 
useful for extracting clues froa 
ae! ! !> 

(If you uish to contact Ian, urite c/o 
CGH Services or Byteback) 


KIND REKN*T WE ! ! ! 


Ian Foot 


CONFESSIONS OF , . . 
AN ADVENTURE IRITER 


OR... HOU I UENT ABOUT WRITING MY 
FIRST ADUEHTURE PROGRAM 


of total data/prograu space uill 
convince you. 


OR . . . 

1081 Uays to take your adventure 
boring and completely unplayable. 

by Steve Sutton 

fly original introduction to adventure 
games uas by uay of the very first 
such program by Uillie Crouther 
(updated by Don Woods) uhich 1 
acquired at uork (before the home 
computer revolution) and ran on a DEC 
mini-computer. Since this magical 
beginning (at least it enchanted me) 1 
have played, uith varying degrees of 
success, several other games both at 
uork (lunchtimes of course) and at 
home on various micros. 

Being the sort of bloke uho can't 
resist copying a good idea, I started 
uriting an adventure of my oun on the 
DEC mini I had access to at uork (yet 
more uasted lunch/coffee/ tea breaks 
and late evenings...), this game uas 
called IflAGIN (only 6 letters alloued 
for the DEC filing system) and 
ultimately it led me to urite APT for 
my QL, but that's another story... 

For no good reason, other than it 
happened to be the only language 
available to me at the time, I urote 
this game in FORTRAN. This in itself 
caused lots of problems (if you think 
it's difficult to use the QUILL 
adventure uriter just try starting 
from scratch uith SuperBASIC say, the 
FORTRAN I had to use uas very 
primitive compared to SuperBASIC). 

More importantly though, I made a lot 
of mistakes uith the uay I constructed 
the game, both in terms of the uay it 
uorked and also in uhat features I 
included in it. 

This article is really a collection of 
my experiences after having embarked 
on uriting a substantial adventure 
game. Substantial? IflAGIN has over 228 
locations, 138 objects and a 
vocabulary of 450 uords (the QL 
adventure I have nou uritten (IMAGINE) 
that is 'cloned* from IMAGIN is a mere 
188 locations and 68 objects). If you 
are tempted to think that this 
specification doesn't sound like a 
very big game, after all there are 
several games available for home 
micros that boast a similar number of 
locations and objects, then maybe the 
overall size of the game, about 458K 


IMAGIN is still being played, from 
time to time, by interested persons at 
uork. If anyone has access to a DEC 
PDP/11 that runs RTll or TSX operating 
systems and uould like IMAGIN then do 
get in touch, I'll gladly send a copy! 

I tried to put a lot of the features 
that I liked from the various games I 
have played into IMAGIN, as ue I I as 
including several completely neu ideas 
of course. At the some time, I 
attempted to exclude all the features 
that I disliked in other games. 

Despite all the original good 
intention, I must say that it is UERY 
difficult to design a text only game 
that can maintain a high level of 
interest for a uide variety of 
players. I have learned a lot from 
IMAGIN, but I still consider myself a 
novice uhen it comes to uriting a good 
adventure (I'm getting better though, 
honest I ) . 

IMAGIN is a game of logic. It has a 
very loose theme, basically the player 
uakes up one morning to find 
themselves in a strange room. The 
object of the game is to find out hou 
to get home to the 'real' uorld. All 
the usual sort of things like magic, 
monsters, riddles etc. are included, 
but I also relied a LOT on logical 
reasoning to provide the solution to 
many of the problems presented in the 
game . 

I also included several quite novel 
features in the game, for example, the 
gamesman and the nagging uife (the 
uife is also included in IMAGINE, so I 
uon't tell you too much about her!). 
The gamesman is a uay of including a 
board game (othello) as part of the 
adventure, the player has to play and 
uin a game against one of the 
characters in the game before they 
can continue beyond a certain point. 

IMAGIN uas continuously developed and 
improved in the light of various 
criticisms I received about it. These 
comments uere absolutely essential to 
the development of the game, if you 
choose to discount everything I say as 
rubbish then fine, but that is one 
point I uould aluays recommend - 
aluays get comments from as many 
people as you can about any game you 
urite, it is a rare person uho can 
urite a really good game uithout such 
help, even if it's only at the 


MORE CONFESSIONS 


debugging stage. 

The crillclSBS about IflRGIN have been 
■any and varied. Soie just reflect the 
particular features that different 
people like or dislike. For exanple, I 
had equal but opposite connents obout: 

the Othello game - too easy/too hard 
startup inforaation - too complete <ie 
gives too euch auay / inconplete <ie 
should have given eore help uith 
certain aukuard problens 
location descriptions - too 
descriptive, especially uhere details 
■entioned don’t correspond to uords or 
objects the gaie actually knous about. 
So»e people thought ny descriptions 
vere mostly too brief though... 

and so on. fill this goes to shou that 
you can't please all of the people all 
of the ti«e! 

After spending soae tiae thinking 
about the various coaaents aade, I 
uould list the follouing points as 
typical probleas I encountered uith 
IHRGIN, and also soae aore general 
do's and don'ts that caae out of the 
critic isas . 

On the uhole I included aore locations 
than uere really sensible. Clearly 
soae nodes (places) should be included 
in order to pad the gaae out and to 
provide a aore interesting 'uorld' for 
the player to explore, but I uould 
recoaaend that no aore than 1 extra 
node be odded for each node uhere 
soaething interesting con happen, be 
it an object to be found, soae aagic 
effect or uhatever. 

In a siailar uay, the nuaber of 'red 
herring' objects should be liaited. 
IhRGIN originally had aany aore 
redundant objects than useful ones and 
several of the people uho have played 
it spent a lot of tiae trying to think 
of soaething useful to do uith aany of 
these. Again, I uould recoaaend o 
ratio of RT LEAST 1 useful object for 
every redundont one. 

I founr" that it is aluays a good idea 
to provide alternative uays of solving 
all probleas that govern hou far a 
player can coaplete the gaae. One uay, 
the siaple uay, should be tiae 
consuaing, lose the player points, 
possibly create other restrictions 
later in the gaae, but at least should 
provide a uay of keeping the player 
interested by providing a route to 
proceed in the event of their not 
being able to solve the puzzle in the 
correct (hard) uay. 

Never underest iaate hou difficult 
probleas aight be for the player. I 


found that aany of the puzzles in 
IHRGIN uere siaply too obscure, 
initially, to allou thea to be solved 
uithout hints. Try to aake sure that 
there is an adequate clue to help the 
player if you do include any difficult 
problea, by adequate I aean that the 
clue should not be too obscure, aake 
sure that the player can reasonably 
easily figure out that a clue does 
actually relate to the problea it is 
designed to help uith. Don't aake up 
puzzles that require too auch prior 
knouledge froa the player. It's OK to 
assuae that the player has a 
reasonable general knouledge, but not 
everyone is faailiar uith Physics or 
Greek flythology, etc. If you do set a 
problea that requires such specialised 
inforaation then a hint or possible 
alternative solution should be 
inc luded . 

Repetitive puzzles get very boring. 

The first tiae you have to search for 
a key before you can unlock a box it 
is quite fun. If every container uorks 
this uay, houever, then it gets to be 
extreae ly tedious . 

On the other hand, there are occasions 
uhere repeating a problea used 
previously in a gaae can be a god 
idea. IHRGIN had one such repeat uhich 
nearly everyone liked. This involved 
disguising the problea, the second 
tiae, so that players are distracted 
froa the obvious solution. The actual 
trick I used uas that early on in the 
gaae it is necessary to realise that 
you can aove a heavy chest (by PUSHing 
or PULLing it) in order to reveal a 
hidden staircase, nothing very 
reaarkable in that. Houever, later in 
the gaae I do exactly the saae thing 
but this tiae the object that aust be 
aoved has apparently reaarkable 
properties. In fact I aake it a KLEIN 
bottle (a container that can contain 
itself!), so far everyone uho has 
encountered this tried all sorts of 
other things, often reaarkably 
inventive, before realising just hou 
siaple a puzzle it really uas. 

Pay particular attention to the 
logical correctness of your gaae. 

There is nothing uorse than being 
given a clue or an instruction is a 
gaae only to find that it uas siaply 
urong! For exaaple, IHRGIN tried to be 
helpful to the player in aany 
situations by providing a suggestion 
uhen certain coaaands failed. Say the 
player gives the coaaand 'TAKE THE 
SHOUEL', if they are already carrying 
too auch then they aight get the 
response 'You haven't enough strength 
to carry that, try dropping soaething 
to lighten your load.*. This is fine 
in this case, but it is iaportant to 
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■ake sure that the object really CRN 
be picked up if the player does as 
requested. In IhfiCIN there uere 
several objects that uere si»ply too 
heavy for the player to nanage even if 
they discarded RLL their possessions: 
in this case the response only has the 
effect of Biaking the ga»e tedious. 


Partly as a result of copying features 
on soee sore recent gaaies and partly 
as a general desire to make IMRGIN a 
'sophisticated' game I initially 
included some coeiiand structures into 
the parser (that's the part of the 
prograe that decodes the conoiands that 
the player types in) that proved to be 
too coep I ica ted . 

For exaeple, I originally provided a 
sponge to allou liquids to be picked 
up by coAftonds such as 'fill the 
bottle with uater using the sponge*, 
fin interesting idea but not altogether 
practical. In the end, after a 
universal failure of RNYONE actually 
uorking out hou this coAsand should 
uork, I uas forced to include the 
siopler coAnands 'fill sponge with 
voter* and 'soak up voter in sponge* 
os veil as coAAonds such as 'squeeze 
voter into bottle* etc. 


situations, in a maze for exaeple. 
Houever, if RLL routes are tvisty in 
this vay then it siAply Aakes the game 
Aore difficult to explore but adds 
little to the fun in doing sc. I had a 
lot of adverse comeents initially over 
this, subsequently I Aode nearly all 
the paths in IMRGIN re versab I e , * EXCEPT 
in the Aozes. 

It is helpful to provide details, 
either stated or ieplied, in the 
location descriptions, that indicate 
vhich directions hove paths. If this 
isn't done then the player may spend a 
lot of tiAe Aethodically checking each 
direction at each nev location in 
order to *Aap* the game. Of course, an 
alternative is to supply a Aop vith 
the goAe, hovever I think part of the 
fun is in exploring so I vould alvays 
choose NOT to supply a Aop. 

In soAe locations it Aoy be a part of 
the intended challenge that soee path 
is hidden. In this case it is possible 
to use a location description 
soAething like 'there are nuAerous 
paths froA here, obvious routes are to 
the North and Southeast*, this then 
leaves the player to discover the 
other, possibly inaccessible until 
soAe task is coApleted, routes. 

I notice that people uill coAAonly 
Aiss a lot of inforAation that Aight 
be put into location or object 
descriptions. If soAething is 
essentiol to coAplete the gaAe then it 
should occur Aore than once or be 
stressed in soAe vay. 


Generally, everyone uho has played 
IMRGIN so far has alvays liAited the 
coAAands they try to one of three 
general fores. These are 'verb*, 'verb 
noun* and finally 'verb noun noun*. 
Rdditional vords such as 'the*, *to* 
or 'vith* etc are often (although not 
alvays) redundant. Of course there Aay 
be adjectives required to adequately 
distinguish each object, but the basic 
structure is still the saee. 

You vill gather froA this that I oa 
not Auch interested in adventure gaees 
that boast parsers vhich can cope vith 
Aultiple coAAands or that offer soAe 
sort of syntactical analysis of 
coAAonds. On the vhole I think, froA 
Ay observations of hov people actually 
PLRY gaees (Aine at least), such 
feotures are a vaste of tiee. 

There is no reason vhy paths should 
travel in straight lines in an 
adventure. For exoAple, if you go 
North froA soAe location then the nev 
place you arrive at need not be to the 
North of your starting point, thus 
going South eight take you to a third 
location rather than back to uhere you 
started. This sort of 
non-reversab i I i ty can add to the 
challenge of a gaee in soee 


Mostly, there is a problee vith 
Aaintaining interest in a gaee once 
all the easy bits have been solved by 
the player. Basically, once the player 
runs out of ideas about the bits they 
haven't solved yet then unless 
soAething happens to spur thee on the 
gaAe vill quickly be abandoned. 

I think this is a general probleA vith 
adventure gaees, you quickly get 
interested in the initial gaee 
environeent and solving the puzzles 
first encountered, but unless 
soAething unusual happens or you 
continue to Aake steady progress in 
solving the gaee, it uill ultiAately 
becoAe boring. 

IMRGIN vas particularly bad in this 
respect to start vith, the sort of 
coAAents I got vere 'IMRGIN vas OK but 
not Auch happened* or *I couldn't see 
vhat I vas supposed to do'. 

The only advice I can offer for this 
probleA is to alvays try to think vhat 
the player vill try to do and cover as 
Aany alternative avenues as you can 
think of that the player Aight pursue 
at RLL the stages of the gaee. It is 
alvays useful to see hov other goAes 
shape up in this respect. Probably the 
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CONFESS I ONS 

b««t gaafi I have ptay«d| to ay aind, 
is calted Magical Mystery Mansion <on 
a DEC aachine again). This gaae 
aanaged to keep soaething happening 
virtually ALL the tiae, I don’t think 
I ever lost interest in it once (I 
still ploy it froa tiae to tiae since 
I' haven't aanaged to solve it 
coap le te ly , yet). 

Looking at the word count I think I 
had better drau this to a close. I 
could include a lot aore exaaples and 
ideas along the saae lines. However, 
if anyone is interested I could 
perhaps uaffle on about soae details 
of hcu I went about actually writing 
ay first adventure (auch of the logic 
I worked out for IHflGIN found it's way 
into APT and IMAGINE). I would welcoae 
ony feedback about these thoughts, 
especially positive criticises about 
any of ay conclusions/ 
recoaaenda t i ons , they are, after all, 
only MY opinion based on ay own 
exper i ences . 

Steve Sutton, June 7, 1988 


— 
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This exciling machine code 
game lor all QL’s 
is now available 
lor a measly 
quid 

(plus sae and media) 
Irom 

CGH Services 
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Hints for ZKul - froa Nestor PatriEios 

The Base NU of the long hall should Le 
aapped froa a Enown entry point; the 
use of objects to aarE Eey points is 
very useful. EeaeaLer that 
descriptions are alaost useless - 
there arc any nuaber of different 
locations with identical descriptions. 

The aoze above the oval rooa can be 
negotiated by persevering in a given 
direction, sidestepping obstacles, and 
returning in the opposite direction. 

Always be generous to dwarves - even 
if you have no food, givi.ng thea the 
lamp will generally do the tricE <and 
you get the laap bacE) . Poisoned food 
really doesn't seea to aatter <ezcept 
perhaps when fighting?) . 

The green liquid near the lab is an 
alcheaist's dreaa but is also an 
irritant - tongs are needed for the 
dip. 

In the saae area, reaeaber that 
wherever the cossat goes, so can you - 
thinE of a useful ploce to toss it. 
East of the oval rooa you aay find an 
undocuaented descent. Both these 
routes lead to the saae area which 
should supply the logical coapanion to 
an ocE and a whole new range of 
possi bi I i t i es . 

That's as far as I've got. There is 
soaething vital to be done in the 
doaed city. It is to do, no doubt, 
with the spectral pedastel, but I 
can't worE out what it is. 

Nestor PatriEios 
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IMfiGINE by STEUE SUTTON 
PRICE £19.95<or is it £15, Steve?) 
from SHfiDOU GfiMES, if they ever get 
round to it. Otheruise from Steve 
himself. 

IMRGINE you’re in a nightmare full of 
nasty monsters - a nibbier, a gobbler 
and (worse) a nagging wife. (Is any 
one else getting fed up with this 
incessant sexism in adventure ganes - 
where’s the nagging husband, why are 
there so feu female adventure heros, 
Ed.) 

IMAGINE you’re reading a revieu by 
someone uho knows his way around the 
first adventure written on the new APT 
adventure writing system by the genius 
who invented it. A very vivid 
imagination is required here, mainly 
because the only reason I can write 
any sort of revieu is that Steve 
Sutton sent me a cartridge full of 
hints! 

Steve explained APT in detail in QLAF 
2, so I won’t go into it here, except 
to say the end product (IMAGINE) is 
brilliant! You start off in a room 
with a box and a few other bits and 
pieces lying around. You know, the 
usual adventuring sort of stuff - a 
torch, a lucky charm, a mouldy 
sandwich and a box that can zap you to 
kingdom come. 

I have to own up here and confess I 
could get no further without help from 
Steve. Although everything you need to 
get out of the room is here. And 
having got out of the room I still 
needed Steve’s assistance to get any 
further. I was in one of those 
infuriating situations where once you 
know the answer to the puzzle you 
wondered what all the fuss was about, 
but until then you come close to 
rearranging your QL with a chain saw. 

You’ll get some idea of the scale of 
IMAGINE when I tell you that the cheat 
sheet Steve sent me ran to 13 pages. 

It is HUGE! And then he tells me 
there’s a version for EXPANDED QLs. On 
the way you have to deal with a couple 
of monsters (at least I’ve found two - 
there may be more), a gremlin sort of 
thing that moves your markers in a 
maze, appease a nagging housewife and 
do some gardening. Monsters I can deal 
with; gardening and a nagging 
housewife I can do without. (I thought 
adventures were supposed to be some 
sort of escapism Steve!) 


Anyway, having done the gardening and 
persuaded the nagging wife to leave 
quietly - thus unblocking the way 
south - I got stuck again, although 
judging by the cheat sheet there is 
just as much adventure left as I’ve 
done already. Somehow it doesn’t seem 
right to revieu an adventure without 
finding anything to complain about. 

I have. Call it nit-picking if you 
will, but once again vocabulary - or 
lack of it - has reared its ugly head. 
There is nothing so frustrating in 
adventures as finding that words used 
by the author in describing locations 
aren’t recognised by the prog. A case 
in point is the larder in Imagine. It 
warns you about low beams but won’t 
recognise the word "Beams” Or "under" 
for that matter. 

Imagine is definely not one for the 
beginner (see my review of Adventure 
Playtime) and I must confess that the 
theme isn’t exactly my cup of tea. 
Gardening and a wife (nagging or 
otheruise) are a bit too close to 
reality! Bring on the Ores, dragons 
and wizards - the stuff that dreams 
(or nightmares) are made of. 

No doubt there are a lot of QLAF 
readers who will disagree and I mean 
no disrepect to Steve when I say this, 
but surely an adventure should be a 
quest; rescuing damsels, collecting 
pots of treasure and beating the bad 
guys. IMAGINE is about getting home 
again after being dumped in a room and 
while it is a perfect example of its 
genre (its type, for Sun readers) I 
hope it won’t spawn a generation of 
adventures which involve shopping, 
doing the dishes and going to the 
toilet. 

But, putting my personal gripe to one 
side, IMAGINE is well thought out and 
the graphics are a delight. The 
screens are drawn in a matter of 
seconds and compared to (for instance) 
Mortville Manor they are supersonic. 

So what are you waiting for? 

SHANE McGARUEY 


BDLUKD R D-L- RDUENTURE ? 

NOT SENT IN VDUR SOL.UTIDN ? 
FEELING GUI LTV ? 

FGR RBBGLUTIGN WRITE TG QL 
RDVENTURERB ' FGRUm TGI3RV RND 
RLL WILL BE FGRGIUEN ! 
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STELLflRIS by D. CflRttOHfl 

Price £4.00 plus 1 BdU| uai,pSip froa 

fllcrodrive Exchange 

ONE of the better adverts on telly 
these days features a saall girl 
scoffing baked beans. She turns to her 
■UB and asks: *If I eat enough baked 
beans, bub, will I grou up to 
be...PriBe Minister?" Mub, rather 
hesitantly, replies: "Er, yes 
Margaret" - and proaptly takes the 
beans auay. Uell now you can be priee 
Binister - not just of Britain, but of 
an entire planet. Rnd uithout risking 
the chronic flatulence that is bound 
to result froB years of eating nothing 
but baked beans! 

0. CarBona has cose up uith a 
space-age adventure/s iau lotion that 
features YOU as an eaissary froB 
Earth, sent to uard off the threat of 
invasion by leperia, a nasty planet 
that could uell be a coebination of 
Darth Uadar*s Death Star and uherever 
it is that the Klingons live. Rnyuay, 
the general idea is that you have to 
zap around the galoxy, looking for a 
likely planet to take over uith the 
object of earning enough cash to buy 
arBs, spaceships and the uhole Dan 
Dare bit to conquer laperia. 

The "gaae" (and I risk D. Caraona's 
urath by calling it such, since it*s 
Bore serious than that) is a 
coabination of text and graphics. You 
start off by looking through the 
uindscreen of your spaceship and 
flying round looking for a race of 
likely looking augs to drag kicking 
and screaaing into the 25th century, 
or uherever you are. Having avoided 
black holes and tiae uarps (black 
holes kill you ond tine uorps zap you 
to a different part of the galaxy), 
it's tiae to check on the population 
and grain store of your chosen planet. 
By the uay, all the tiae you are 
flying round the universe, laperia is 
conquering «or< and aore planets and 
getting closer. Once they conquer 
Earth, the gaae's up chua. Once you 
have decided to land you have to land! 
Pay attention to the quite superb 
graphics ( a aajor feature of 
Stellaris) and bring your aodule doun 
gently. It took ae several goes to 
acheive this, largely because I used 
all ay fuel up early and then 
free-fell the last 100ka uith 
catastrophic results. 

Once you have landed the progress of 
laperia seeas to be curtailed 
soaeuhat, although relentlessly they 
aarch (or fly) onuards. Nou it’s tiae 
to stiaulate the econoay, You've 


arrived in uinter (uith spring, suaaer 
and autuan to follou) and you are 
asked hou auch grain you uant to feed 
to the people, hou auch grain to 
plant, hou aany people to uork In the 
fields, hou aany in the planetary 
brigade and hou aany people to uork in 
industry. Clue: You don't plant grain 
in u in ter yduadua , and uhen you do 
plant it, in the obvious season, you 
uon't see the results until autuan. Rt 
the end of each season you are shoun 
uhat your resources are in aanpouer, 
cash and grain. You are also shoun 
uhat the aorale of the population is. 
Ignore it at your peril. 

You also get the chance to buy stuff 
froa the Federation (the good guys uho 
sent you on this harebrained aission 
in the first place). But it's not 
cheap in the early stages, although if 
you are successful as a leader you 
uill easily be able to afford the 
goodies later on. Keep an eye on your 
faraing and industrial technologies, 
uhich drop by one point each season as 
the equipaent you have becoaes 
out-dated. You can buy aore. 

There is auch, auch aore to this 
adventure as you uill discover uhen 
you rush out to buy it. Unf or tuna te I y 
I don't knou uhat it is. Tuice I got 
to an advanced stage of the gaae only 
for the screen to go blank at a 
crucial stage. Try as I eight I 
couldn't retrieve it. That's gripe 
one. Gripe tuo is that I couldn't get 
back to the aenu to save the gaae. 
Gripe three ( a ainor one, once I 
realised uhat the problea uas) is that 
as the aenu coaes up at the start of 
the gaae, you are told by the faithful 
QL that it is out of range at line 4. 
Type in aode 4 and then run. Problea 
solved. Gripe four is that uhen you 
have lost all five of your allotted 
lives, the screen doesn't clear to the 
aain aenu. Hit Ctrl and space to get 
into basic and type run - obviously 
uith Stellaris in advl. 

Uhile Microdrive Exchange progs do 
seea beset by bugs, the advantage is 
that if you knou uhat you are doing, 
it's possible to put things right. So 
if Stellaris is just your cup of 
galactic soup, put auay the baked 
beans and be prepared to go uhere no 
aan has gone before. 

May the Force be uith you... 

Shane McGarvey, Stardate 4.5.1988. 

PS. .Since I urote this I have aanaged 
to finish the gaae. laperia 
surrendered I 
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Dear Richard, 


Dear Richard, 

Piease note that I have used QJUMP's 
QTYP spelling checker for this 
document, and it seeas able to keep up 
with ae, no Batter hou fast I type - 
Even if it has aanaged to lag behind 
Be for soae reason - aainly while 
QUILL is tidying up the docuaent and 
therefore not printing out any words, 
as soon as there is a break, as each 
new letter is printed on the screen, 
QTYP checks it against its dictionary, 
so getting rid of the problea with 
SPELLBOUND which can Biss out checking 
on whole words. Rlso, if you go 
backwards with QTYP invoked, it is 
switched on again as soon as you type 
another space, unlike SPELLBOUND which 
you Bust turn on again. 

I also have a copy of Digital 
Precision’s TURBO coapiier which they 
sold ae at the cut down price of 
£64.95 - If anyone would like to 
contact Be about coapiling an 
adventure they have written, I would 
be willing to do so, so long as I get 
a copy and the adventure is given to 
QUftNTfl or at least offered at a 
discount to aeabers of QURNTR and 
reoders of QL Forua. 

By the way, I got the £35 discount on 
TURBO by aerely requesting the TURBO 
TOOLKIT on its own, which DP no longer 
se 1 1 separate ly . 

If anyone is having probleas with 
TURBO, or considering purchasing it, 
if they contact ae I wili tell thea 
the advantages and pit-falls (warts 
and all) 

I aa currently working on coapiling 
STELLRRIS out of QL UORLD which aay be 
of interest to QLRF readers - There 
are probleas involved - aainly since 
TURBO won’t coapile a prograa which 
opens over 16 channels. However, I 
have aanaged to rewrite aost of it to 
overcoae this, and now aa left with 
the probtea of getting rid of the feu 
bugs which reaain. 

By the way, if anyone is interested, I 
have coapiled the screen drawing 
routine in the excellent GOLF prograa 
published in QL UORLD, which aakes the 
prograa auch faster and therefore 
be t ter . 

Yours Sincerely, 

Rich. 

P.S. 

I have a copy of TRLENT software’s 
GRRPHIQL+ (also known as QLPflINT) 
which I would like to sell due to 
upgrading to Digital Precision’s EYE-Q 

It would cost £24.95 new 

RNY OFFERS? 


I’ve been rather busy lately, uhat 
with one thing and another, so I 
haven’t got around to sorting out 
quite a lot of things, RPT and ItIRGINE 
inc I uded ! 

OK, what about RPT and ItIRGINE I hear 
you ask (well actually I read the 
question froa the note you sent to ae, 
of course)? 

Uell, the news is that both RPT and 
ItIRGINE should shortly be aarketed by 
Digital Precision. This arrangeaent 
has been pending for soae tiae but 
obviousiy I was not able to say 
anything about it until the detoils 
were sorted, both with DP and Shodow 
Gaaes . 

I can’t give too aany details about 
prices etc but I con cenfira that both 
RPT and the gaae will have various 
iaproveaents/upgrades aade. It is also 
likely that RPT will have a new naae 
(a rose by any other naae...). Don’t 
worry, the hints I have sent you for 
IflRGINE wiil still opply to the new 
version (I’a not going to aiter the 
gaae too auch although it is likely to 
have soae refineaents such os a fancy 
font for the text and probably soae 
aore sound effects) . 

Rs far as a detailed tiaetable for the 
release goes, I expect that about 2 
aonths froa now is about the right 
sort of ball-pork, however, such 
details are really up to DP, of 
course . 

Let ae know what you think obout the 
article. If there is any interest I 
could continue on o siailar vein with 
another article (that is if other QLRF 
readers con stand to read it....). 


IF YOU • n L-IKE YOUE L^ETTER 
PUBL-IBHED IN QL- RDUENTURERB ’ 
FOEUm , PL-ERBE BEND IT IN. 
TEUKPRTHY HRBN ‘ T EERCHED 
PENCREEE YET ! 


Keep up the good work 
Steve Sutton 
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In the first issue of QLRF I reuieued 
this game from Javid Systems, none too 
favourably I have to admit, Houever 
quite a feu people have bought it so I 
thought it a good idea to give a 
little assistance to those readers uho 
may be stuck uith (sorry) in it. 

These hints uere supplied by David 
Colyer of Javid Systems 

PHASE 1 

EXAM sock reveals KEYS to creu's 
sleeping quarters and the ammo 
compar tmen t . 

If you take the spanner from Nobbie 
and give it to Robbie he uill mend the 
spare engine so you can get the 
scr eudr i ver . 

If you SPIN the globe clockwise, you 
can then UNPLUG torch. 

You can FIX buggy to trailer and ENTER 
and EXIT buggy. 

Uhen you are suitably equipped, get 
everything to the Navigation Room and 
SPIN wheel clockwise, ENTER buggy and 
go ERST . 

(To which I*d add be careful uhen 
mapping the corridor, as it*s easy to 
lose track where you are if you keep 
going in and out of rooms. Also you 
can load up the other characters with 
goodies as they'll follow you out 
without explicit directions or putting 
on their spacesuits.) 

PHASE 2 

The wheel brace is only required if 
you go to a location uith smooth shiny 
walls and crash the buggy (i.e. the 
wall acts as a mirror). However it is 
not necessary to go to that location 
so the brace is not really needed. 

You must REST at the crater to enable 
Admiral Cola to get the Star fragment, 
which only he knows how to use. 

At the high boulders you must give the 
rope and peg to Dusty. He will climb 
up and fix the rope for you to go UP 
and get the ingot. 

You must visit the quicksand to get a 
vitamin tablet and save the admiral by 
GIUE rope to Robbie. 

It is best to put treasure in the 
trailer and give useful objects to the 
characters as the buggy breaks down a 
few moves from the Moonbase. (If you 
haven't already driven between two 
rocks and wrecked the buggy - be 
warned) 

Uhen you reach the Patroller shoot him 
and then take his clothing. Then dig a 
hole uith the spade from Robbie and 


then bury the body. You will need to 
return to the buggy to change into 
alien clothing. (Having done so you 
can drop the suit.) 

You can now return to the Moonbase in 
disguise and can INSERT your identity 
card into the door. (Make sure you are 
carrying the paint. 

The key to the maze is in the 
direction. E.G. Sadly means South, 

Uell means Uest, Seven means SE etc. 
Also the number of roads also 
coincides uith the correct direction. 
To which I'd add, uhen mapping leave 
space for at least another location 
all round each discovered location as 
the distance between locations is not 
even (i.e. you cannot map it on a grid 
basis) 

Uell that little lot should get you to 
the end of phase 2 of Dark Side of the 
Moon. If you're still stuck write in 
and we'll see if anyone can help you. 

Richard. 


Interested in the 
Politics ol 

New Technologies ? 



then subscribe to 
Black Chip 

4 pounds ior 4 issues 
Irom CGH Services 
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BY CHRIS SKELLERN 

ORIGINfiLLY PUBLISHED BY BLUE CRYSTRL 
SOFTURRE, 3, BLENHEItt ROAD, ST.flLBRN’S 
HERTS, ENGLAND. ALl 4NS. 

NOU RUAILABLE FROn C.G.H. SERUICES FOR 
£1 .00 PLUS MEDIA, P8cP 

As I unite this ny hands are aching 
after playing this game for over an 
hour, having used the cursor, Ctrl, 
alt, and space keys to control this 
game. That in itself is a tribute to 
the addictivenes of Chris Skellern’s 
gone . 

In itself it breaks no boundaries in 
terns of gane design, being a 
naze/Def ender hybrid, uith the player 
controlling a space ship as it 
negotiates a nassive naze in search of 
pirate ships to destroy. And uhilst 
one is about it, one gets plenty of 
other installations to zap on the uay. 
Having destroyed the 6 pirate ships 
you can then go on to zap the baddies' 
leader, but you uon't get access to 
that area until all 6 pirate ships are 
destroyed . 

Controlling the space ship takes a 
little getting used to, and sone of 
the vertical passages can be difficult 
to get into as one tries to nanouever 
the craft into exactly the right 
position. Still it's all part of the 
fun, and fortunately Chris has 
provided the space ship uith plenty of 
shield points so that accidental 
collisions are not a passport to 
instant death. Joysticks can also be 
used for directional control, but not 
gun aiiiing. 

I had no idea hou many screens one has 
to pass through to destroy all the 
pirate ships, and I'd hate to nap this 
unless I had a spare uall to do it on. 
<Uell it'd be nore interesting than 
uallpaper!) Mapping should be quite 
possible as there are rarely more than 
4 exits per screen, so you could stop 
and drau a nap on each screen, or even 
print it out if you have a hot key 
dunp. Houever even standing still 
takes up energy, so don't hang around 
too long. <nb ue nou have a nap, it is 
in 2 sections, one 16 x 9, the other 
14 X 8, a total of 256 screens. To 
help potential nappers play starts in 
cell 4 on the top rou, access to the 
botton '“half is via a passage on the 
extrene right of the play area and the 
naze is evil.) 

The graphics are not spectacular, the 
background being a shade of pink I 
thought I'd seen the last of uhen I 
gave up drinking, and the 
installations and your space ship are 
rather small. But they do the job. 


anything more complicated uoufd have 
taken up memory and possibly sloued 
the game doun. The screens flip rather 
than have continuous scrolling uhich 
can lead to annoyance at being lead up 
a dead end or into a hornet's nest. 

But that’s uhat these type of games 
are a I I about . 

The caverns have a feu surprises in 
store for you as you fly around: 
shooting barriers pop-up unexpectedly, 
but these can be blasted and there is 
a large open space, about 3x3 screens 
large, uhich contains some heavy-duty 
battle-stations. These are quite 
fearsome and because you’ve got so 
much room to move around in, getting 
the right angle to blast them can be 
difficult, especially as panic all too 
easily sets in uhen trying to control 
the space ship. Uhat is uorse, the 
missiles fired from these 
battle-stations intercept your oun 
missiles. If you can avoid these ! You 
uon't find any pirate ships flying 
around on your journey, they are all 
safely tucked up on their launch pads. 
One less thing to uorry about. 

This leads on to perhaps the only 
really aukuard part of the game. To 
change direction you use the cursor 
keys, but the guns are controlled by 
the control and alt keys. But they’re 
a touch too sensitive to be sure about 
the effects of pressing them, so you 
can uaste precious time trying to get 
the angle of your gun correct. To 
minimise the damage done uhilst you’re 
floundering about trying to get this 
right, I’d suggest a tactical 
uithdraual to a safe place to get the 
angle of firing correct before 
returning to the screen uhere the 
enemy is. 

On other grumble: there is no save 
function, uhich means that you’ll need 
to set aside a hour or more for this 
one. I believe it uas planned to have 
included this, plus a direction 
indicator, in an improved version of 
the game but Chris has, I beleive, not 
implemented this and the improved 
version uill not be coming out. As the 
game is 188^ machine code I don't 
fancy anyone’s chances of reuriting 
the game to include these features. 
Houever neither is essential and uould 
only make the game easier !!! 

Ualue for money ? At £12.50 it uas 
reasonable, considering hou small the 
OL market is, although uith its 
unsophisticated graphics, you’d 
probably pay less on other machines, 
but nou that Chris has decided to quit 
publishing he has made Starburst 
public domain, so CGH can make it 
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HflCI flDUSNTUBl - BY W. SOIIB 

This is yet another adventure which 
exists in the BURNTA library. It can 
be found on BISX.BZ <cost £3> or 
LIB. 27 <cost £1) - the latter being a 
■icrodrive version. Rlthough the disX 
version is eore expensive, it is the 
extra prograis on the disX which cost 
the extra, another two eicrodrives are 
needed to the the sane set of 
programs . 

The prograe is a eassive graphical 
adventure, taXing you on a eystery 
tour of a large underground systee of 
caverns as either a fighter, a wieard, 
a Knight, a caveian, or a tourist. The 
idea appears to be to race around, 
picXing up objects, trying not to Kill 
the little dog which is constantly at 
your heels <your only ally) and 
picKing up as euch gold as possible. 
The prograe is eade wore difficult by 
the fact that the ease is only 
revealed to you a little at a tiee 
<although one of the scrolls will tell 
you where gold exists on that level) . 

Unfortunately, this prograe will only 
run on a DL with E4BX eeeory, so dig 
deep into your pocKets and get those 
eeeory boards stucK in to the side of 
the BL. <Rind you it is the only 
adventure so far to need an expanded 
BL to run <as far as I Know, anyway)). 
- It is over 29BX of eachine code, 
which suggests that either the prograe 
is vast, or it is very badly coded, I 
suggest it is a coebination of the 
two. Another problee is that the 
prograe will only run froe disK if you 
issue the comeand KLF.USK edv 
beforehand. I do not Know why, but 
when I used DP's KDITOB to alter all 
occurences of 'edv' to 'flp', the 
prograe would not run, giving a BAD 
FABAAKTKB error! 

The prograe has been copied free a 
eainfraee version of the prograe, and 
has also appeared in different fores 
on the Coeeodares (although not so 
extensively in those cases) . This is 
quite obvious when you see the 
prograe, since it is a graphical 
adventure, and yet does not eoKe use 
of UDGs, using letters and other 
syebols to represent objects and 
anieals. So if there is a budding 
artist out there with tiee to do the 
UDGs, then please feel welcoee to go 
ahead and alter it, so long as you 
re-subeit the prograe to the BUANTA 
library. - Daen it, I'd do it eyself 
if only I had the tiee, eaybe over 
this sueeer . . . 

Also the prograe has been set up for 
use in Aonttor eode, and tt ts 


difficult on the instruction screens 
to see soee of the syebols on a hueble 
TW screen, although you can see the 
whole of the playing area. Don't 
people realise that soee of us can't 
afford to spend £2SB on a Aonitor just 
to play gases on ! ! 

Besides the poor graphics, the prograe 
is quite enjoyable, even if after 
every few saves you have to asK for 
help to find out what that '/' up the 
corner represents. I oust warn you 
though, the help screens are eany and 
contain a lot of coeeands which you 
can issue ~ if you can reeeeber thee 
that is! 

The gaee can be rather hectic, eainly 
due to the aeount of creatures about 
the eoae rather than the speed of the 
gaee, which is rather slow considering 
it is in eachine code. 

Overall I IhinK that the adventure is 
a pleasant way to spend an hour or two 
even if you are just about to get to 
the last level when a troll eats you. 

It can be quite addictive if you give 
it a chance, although I wouldn't 
recoeeend to anyone who liKes to sit 
bacK and thinK about problees in 
adventures (although there are several 
very good problees littered about the 
ease) . 

If soeeane added soee better graphics 
to the gaee, it could be a very good 
gaee indeed, although it eight taKe 
soee worK. Not aeong the best 
adventures in the BUANTA library, but 
is well worth a try. 

Etch Aellor 

STARBURST 


available at the ludicrously cheap 
price of £1.00 plus eedla, postage and 
packing. At that price everybody 
should buy a copy! Uhat Is eore, Chris 
has sent ne his copy of the map, which 
is a tad on the messy side so ulll 
need redrauing before it gets 
published. (Don't uorry, it won't 
spoil the fun as we won't be marking 
the position of the pirate ships !) 

As for playability, well I'm off to 
have another shot at it, even without 
a save function, which is rare for me 
! 'Nuff said ? 

Richard Alexander 


the Heart Of ferii 

HINTS TOWARDS A SOLUTION 


Firstly I must thank John Shao for 
propidiny an almost complete solution 
to this adoenture, ohich kept me on 
the right trocks as I attempted to 
soloe heart of Gern. I sag almost as 
John, as l‘m sure he won't mind me 
saying, left out many of the important 
commands. Still, so much the tetter as 
I was forced to actually go through 
the whole thing myself. 

Uell the first thing to do with this 
adwenture is to thoroughly read the 
occompanying cartoon strip as this has 
many pery important clues. Take 
special note of the rhyme in the 
centre as it holds the most essential 
clues. Just to the left of it you’ll 
be gipen your password to the cape 
complex. 

kight let's get stuck in. hoping 
waited for the dawn and called the 
requisite name you can enter the cape, 
hs the rhyme tells you, here are 
guards who must not see, so close the 
doors kehind you and don't repeal the 
sun disc yet. This will entail some 
touching of walls in this stage but 
epentually you'll ke in a room where 
you can safely shine the sun disc, 
faced with a yawning chasm <must ke 
its kedtime!). here a grope around the 
walls will gipe you something to touch 
that will kridge that gap. 

Beyond here you face a kunch of 
statues who gipe you a choice of 
directions, kememker that there is 
only one true way, and that's the one 
to follow. The next proklem is the 
stairs. These are rather odd and need 
testing and trying accordingly. Once 
safely at the kottom of the stairs 
you'll see a figure in the distance, 
hpoid this and test the wall in the 
direction you'pe come from to repeal a 
secret passage way and follow this. 

The next section is a test of your 
faith, so rememker there is no 
alternatipe, so don’t attempt any 
u-turns on the paropet and simply keep 
on going, epen if there doesn’t seem 
to ke anything keneath your feet! 
Epentually through a few doors and 
archways, you'll arripe at a hall full 
of drumming skeletons, kefer to that 
rhyme again to gipe you the correct 
command to get past here. 

Once past the dozen drummers drumming 
there are no maids a milking kut 
rother a massipe pair of stone doors, 
here you'll need the help of one or 
two gods, so repeat what you said to 
get into the capes and read the 
inscription. You should then ke akle 
to work out who else to call, (1 must 
confess needed John's notes to get 
past this one.) If you can't work it 


out drop me a line or phone and tell 
you oho to call. 

Beyond the doors are some statues and 
you’ll need to solpe the riddle to get 
the right sword, so hape a look at 
them all after looking at Barsh's. If 
in doukt keep trying epery sword until 
you safely get past the metal doors. 
Hind you, you'll need to ke certain of 
the floor keyond those doors kut hape 
faith. 

Here you'll come to the wolf statue 
and a little gentle testing will 
repeal a pery handsome casket, 
containing the Heart of Gern. Close up 
the kox lest prying eyes see you or 
you fall, and test the surrounding 
walls until you find a way out. Hnd 
once you're out you should find youi- 
old friend Basak waiting for you and a 
plug for the Fate of the Oracle. 

I hope I hapen't spoilt the fvn for 
anyone who has yet to complete Ihis 
adpenture. It certainly has some nasty 
surprises for the unwary and you'll 
often ke stumped whilst playing it, 
epen with these notes. Can't wait for 
their next adpenture. 
k i chard . 
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HINTS 


1. Go to Meals regularly - It helps to 
leep everyone happy. 

Z. THl FOLLOWING HBl WHRT THl 
OHABCTISS HAVB TO SHV ABOUT lACH OTHEB 

Iva - In interior decoration. 

Luc - In jewels. According to Iva, 
he is 'interesting, hard to 
understand, but is worth the detour.' 

- HI AAV GIVE you 50AE LEADS IF SPOEEN 
TO IN FEIUATE. 

Julia - Died of eibolisH of the lungs. 
Died suddenly as her health was 
ieproving . 

Leo - Aanages Julia's estate. 

Ida - Sews, reads. 

Fat - A corrupted go-getter. A 
eanoger of a perfuse Oo. 

3. A letter <dated IS/'Z/Sl) accuses 
Fat of having been forging the 
accounts . 

4. The bacE of an envelope reveals the 
following figures: 

5/lZ Interest SIB Fr 

13/lZ Expenses Z3 Fr 

lB/12 Sale 1203 Fr 

17/12 Cheque ISSB Fr 


1721 Fr 1721 Fr 

5. Another letter (dated IB/Z/Sl) 
reveals that Fat owes Guy 50,000 Frs. 
G. Yet another letter (dated S/l/Sl) 
says the following: 

Froi Eva to Luc: 

'Guy Enows about us. I have told his 
everything. Aax Eeeps pestering se, 
but I ae finished with hie. He wants 
to be alone together with you. For you 
I would get a divorce.' 

7. Note the dates - Julia's letter was 
sent IS/Z/Sl . 

B. A parcheent in the desE drawer in 
the bureau contains the following 
Message - 

"LiEe a deep stony stare, a solitary 
eye that points towards the stars; the 
artery that linEs heaven and hell. You 
Must fathoM these depths, Eeeping hold 
of that which is, and will becose, 
Aonday, Tuesday, Wednesday, Sunday 
froM Aonday 1st to Sunday 1st, 
plunging froH one day to the next, 
your 'is' or 'will becoMe'. Currying 
your burden with love and light, the 
SMullest oversight will seal your 
f ate.- 

- This is obviously about the well. I 
believe you need to go down the well 
at night tiee, holding onto your rope 
and with a light in your hand, else 
you will drown. The days theaselves 
say suggest that you cannot descend 
during the first weeE, but I aM unsure 
about this at the Hoeent , since I 
haven't got a copy at the Hoient . 

There will be a secret passage down 
the well I believe, which will lead 


you to soHe new locations. 

B. You cannot stay outside the house 
after llpM unless you are carrying one 
of the Many sets of Eeys which lie 
about the house. 

IB. The attic of the house contains 
Many useful objects which you can 
explore noreally without anyone 
suddenly appearing. 

11. The following roois contain the 
following (there eay be More in thee 
which I haven't yet found): 

BATHBOOA : Shaving Brush, Clothes 
Brush 

EITCHEN : AsMunition (is it sax's??). 
Tennis Ball, Pipe, Cut- throat Bator, 
Tin of Faint, Pistol, Sleeping Fills, 
BoRantic Novel (sax's again?!) 

DINING BQQA : Flaying Cards, Gun, 
Hairbrush, Candle, Jewelry Box (eapty) 
ATTIC : Bope, Beel of Thread, Flute, 
Binoculars, A Curious Diagonal Hole 
(in the top of the chest of drawers) , 
a Betort, Wooden Bod, NecElace, Bible, 
Purse, Old BooE, FacE of Cards 
BUBEAU : Aedicine, Fen, Farchsent , 
Paintbrush, Bosantic Novel, Eeys, Old 
BooE, Expensive Bing 
BOB'S BOOA : Suitcase, Dagger - 
WABNING HE TENDS TO COAE IN WHILE YOU 
ABE THEBE 

FAT'S BOOA : Envelope, Dossier, Eeys, 
Expensive Bing, Engraved Goblet 
EUA'S BOOA : Expensive Bing, Fen, Old 
BooE, Bope, Gold Bing, Purse, Glasses, 
Coat of Arsour, Dagger, Wallet, 
Lighter, Eeys 

12. LooE closely at the shield, I as 
sure it contains a hint to the 
eventual conclusion of the adventure. 

13. ABODE ALL BE DISCBEET. 

14. Below is a full list of all the 
words understood by the adventure - 

attach, bypass, close, cliab, 
descend, eat, enter, exit, force, go, 
hide, insert, EnocE, looE, list, 
listen, lift, open, place, play, put, 
read, scratch, search, snell, sleep, 
sound, taEe, talE, touch, turn, wait 


Bich Aellor 


Please note that I had to refornat 
the asounts given on the envvelope 
as Page Designer 2 doesn't liEe having 
tab RarEers in its text, so the 
layout on the envelope eay well be 
different. I also notice that soseone 
can't add up. Whether I've inadvert- 
antly introduced an error in retyping 
the text, or Bich Rade an error in his 
Eeying or, perhaps Rost liEely, the 
error is deliberate and contains a 
subtle clue, I don't Enow I 

Bichard (editor and typist) 



by Peter Ives 

price £4.00 mdv , va t , pip from 
Microdrive Exchange. 

THERE is a story, famous among sports 
journalists, that tells of the 
non-League football manager uho became 
so fed up uith being criticised by the 
sports editor of his local paper that 
he resigned - and told the scribe that 
if he thought he could do better, then 
he*d better get on uith it. 

There should, of course, be a happy 
ending to the story but the sad fact 
is that our hero went doun like a lead 
balloon, proving that anyone can talk 
a good game but actually doing the 
business is a different matter 
a I together . 

Uell, move over Cloughie, here comes 
the latest addition to the ranks of 
football managers... fIcGarvey! 

Thanks to months of labour <a labour 
of love, I'm sure) by Peter Ives, you 
too can be a soccer manager. Uhether 
you are a success is entirely up to 
you, since this extensive simulation < 
or is it an adventure) requires you 
to buy and sell players, pick the team 
and eventually uin the Football League 
(sorry, Barclay's League) championship 
AND the FR Cup. Easy, isn't it! 

No! 

The mechanics of The Double are simple 
enough. Guided by prompts from the 
screen you select uhich of 96 League 
clubs you uish to be (I'm Ipsuich 
Toun, since you ask) and are allotted 
a squad of players uho range from 
teenagers to mid-30s uith varying 
degrees of skill in goal, defence, 
midfield or attack (strikers to anyone 
born s ince 1 960) . 

You then get the choice of getting a 
loan, selling players, or carrying on. 
If you carry on the screen shous the 
first match of your campaign in the 
Fourth Division. You can be Liverpool 
if you like, but you still start off 
in the Fourth. 

The screen shous your opponents and 
their strengths against yours, fit this 
point you can re-arrange your team - a 
uorthuhile excercise for it is 
unlikely that you have got 11 players 
on the pitch. (?) Having selected 
your team, you are invited to play the 
first match and the cursor bleeps on 
your score or your opponents', 
depending on the strength of your 
midfield. Uhen your score is 
"bleeping' the computer compares your 
attock uith their defence and if 
you're good enough your team uill 
score . 

If you are doun at half time you can 
have a team talk, but beuare. You have 


only 8 team talks available for the 
uhole season of 46 matches plus cup 
games. I found it uas important to 
uin early matches so tended to use the 
talks up fairly quickly. The more you 
uin, the higher your team's morale and 
so the feuer team talks you need - 
although I found it useful to keep one 
or tuo talks for cup matches. 

Rt the end of the match your gate 
receipts are displayed, along uith 
running costs and players uages, and 
your profit - or loss for the ueek. 
Then comes uhat I consider to be the 
piece de resistance of the programme - 
results in all four divisions and 
correspond ing league tables, fl 
masterpiece. Just that part of the 
programme is alone uorth the money. 

You are also given the chance to buy 
players as and uhen they are made 
availoble by other clubs. Hou much 
they cost uill depend on their age and 
skill level. 1 is lou, 20 is high. But 
once you have 'agreed terms* uith the 
selling club you have to strike a uage 
deal uith the player. If your 
valuation of his services is too lou 
he uill demand more each time you make 
an offer, unless you get close to his 
demands. But uhat he says he uants 
isn't aluays uhat he uill actually 
settle f or . 

The Double is addictive for soccer 
fans and indeed for anyone uho has 
ever uondered uhere the fascination 
lies in 22 people kicking a ball 
around. I have played The Double as 
Ipsuich Toun for four 'seasons' and ue 
have just been promoted - as 
champions, naturally - to Division 
Tuo . 

Unf or tuna t e I y , nothing in this uorld 
is perfect and The Double is no 
exception. Therre are annoying bugs in 
the programme, but thanks to the ease 
of access into the listings they are 
not too difficult to put right. 
Houever, I am of the old school uho 
believe that if you are charging 
people money for a product, then that 
product should do uhat it is made to 
do. fir Ives and flicrodrive Exchange 
take note. 

hy main complaint is that the "save" 
routine is an absolute bitch. Having 
just been promoted to Division Tuo, I 
tried to save the game - and lost the 
lot. 

You follou the screen prompts by 
pressing F4 to clear previously loaded 
data and then press SPACE to save the 
latest stuff. Unf or tunate ly , uhen you 
press 7 and then ENTER on the ma’in 
menu, the programme uill interpret 
anything but the lightest touch on 
ENTER as strike on the spacebar and 

(CONTINUED ON NEXT PfiGE. .) 
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THE DOUBLE 

CONTINUED . . . 


NEXT ISSUE 


tries to save. You then get a aessage 
that it already exists. I found out 
too late that you can put a neu 
cartridge in adul and type in RETRY. I 
have since found it best to use tuo 
cartridges at this stage, alternating 
betueen then to save a lot of 
heartache . 

Houever, I an loathe to restart the 
uhole gone so ay "Double” is due for a 
long rest. Needless to say I have 
found this particular *bug* nost 
annoy ing . 

Having said that, The Double is a 
great deal of fun and is definitely 
addictive. So if fir Ives can sort out 
the bugs, he nay sell a feu aore. 
FOOTNOTE ... The Double differs fron 
real life in one respect... so far 
this manager has found it impossible 
to get the sack! 

SHfiHE ricGflRUEY, for QLflF at the Big 
hatch. Nou back to the studio... 

Thank you Shane for that fine review, 

I must congratulate you on your patience 
as I simply got fed up uith the time it 
took to calculate the divisional scores 
and pos i t ions . 

filso I found actually understanding uhat 
uas going on at times a little difficult 
but having said that, and bearing in 
mind the uee buggettes, the game is 
definitely "value for money". 
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UELL I HOPE YOU'UE ENJOYED THIS FIRST 
EDITION OF QL flDUENTURERS FORUM. JUST 
fl FEU UOROS TO GIUE YOU AN INDICATION 
OF UHAT MIGHT BE IN STORE FOR YOU IN 
THE NEXT EXCITING (IT SAYS HERE) 
EDITION. 

ALREADY RECEIUED IS A REUIEU BY BILL- 
BOARD BAGGINS OF DIGITAL PRECISION'S 
IDIS DISASSEMBLER, U2.00. BILLBOARD'S 
URITING LOOKED FAMILIAR BUT QUITE UHO 
BILLBOARD IS IN REAL LIFE, I DON'T 
KNOU. 

THERE UILL BE THE SECOND PART OF THE 
MAPS FOR ZKUL BY MALCOLM SMITH, THERE 
IS A TOTAL OF 10 PAGES OF THESE SO IT 
LOOKS LIKE A THREE PARTER MINI-SERIES 
(THE SUSPENSE IS KILLING ME - STILL 
AT LEAST JOAN COLLINS ISN'T IN IT !). 

THERE UILL BE SOME HINTS FOR DRAGON- 
HOLD, I NEARLY PUT THEM IN THIS ISSUE 
BUT PREFER NOT TO PRINT HINTS UNTIL 
AFTER YOU'UE HAD TIME TD READ REUIEUS 
AND HAD A GO AT THEM. 

THERE UILL BE YOUR LETTERS, SO SEND 
THEM IN. DO MARK ANY CONFIDENTIAL 
BITS, SO THAT I DON'T PRINT THEM. 

AS FOR THE REUIEUS AND HINTS. 

UELL, NEMESIS, QUEST FOR THE DRAGON- 
SUORD, UEST, ALL THE QL UARGAMES, 
LOADS OF SIMULATIONS, FUNFEAR, THE 
PRAUN, IMAGINE, TO NAME BUT A FEU, 

ARE StiLL AUAltiNG SOLUTIONS (THOUGH 
I HAUE TO CONFESS I HAUE STEUE'S 
HINTS FOR IMAGINE, BUT BEING BUSY I 
HAUEN'T HAD TIME TO COMPLETE THE 
GAME.) 

SO THERE'S PLENTY OF SCOPE FOR YOUR 
REUIEUS AND HINTS/CLUES, MOANS, BUGS 
AND ANYTHING ELSE YOU UANT TO SAY 
ABOUT QL AOUENTURES, STRATEGY, UAR- 
GAMES AND SIMULATIONS. 

COPY IS ACCEPTABLE, EITHER ON MDU, 
5.25' DISK. TYPED OR HANDURITTEN OR 
IF YOU'RE FEELING AOUENTUROUS, UHY 
NOT TRY LAYING OUT A PAGE USING PAGE 
DESIGNER (IT'S UERY EASY TO GET THE 
HANG OF) OR FRONT PAGE EXTRAS - 
UHICH I UOULD HAUE USED BUT PETER 
CHAMBERS IS A BIT SLOU IN SUPPYING - 
OR YOUR OUN HOME GROUN LAYOUT KIT. 

TONY UELLS HAS JUST SENT ME A COPY OF 
THE PROGS IN THE QL AOUENTURES BOOK 
AND, COPYRIGHT HOLDERS PERMITTING, UE 
SHALL BE MAKING THESE AUAILABLE AS 
PUBLIC DOMAIN (IF ANYONE KNOUS UHERE 
TO GET HOLD OF TONY BRIDGE OR RICHARD 
UILLIAMS). ONCE THEY'RE TRANSFERED 
FROM 3.5' DISK TO MDU I'LL BE ABLE TO 
LET YOU KNOU HOU GOOD THEY ARE. TONY 
UELLS HAS ALSO FIXED A FEU BUGS IN 
THE PROGS SO THAT THEY UORK!!! 

SEE YOU SOON, RICHARD 




